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STARDATE: 2200 

From Admiral Kirkpatrick— 

"You are to enter 

and explore the 

Omega VI region 

of the galaxy, 

gather information 

on other inhabitable 

planetary systems that you may encounter and 

defend yourself should that situation arise." 

You are in command of the Starship 
ENTERPRISEand its ships' complement of 
371 officers and crew. Omc^ VI is 
composed of 192 quadrants containing star 
systems and planets (a few habitable). 
Information on Omega VI is sketchy but 
there is known to be astronomical hazards in 
the region such as pulsars, class stars and 
black holes. The region is also patrolled by 
Klingon Battle Cruisers, so look before you 
leap. 

SPECS: STAR TREK III 
PLAY BOARD: 8 by 8 by 3 quadrants 
WEAPON SYSTEMS;, Phaser and Photon Torpedos 
POWER SYSTEMS: Warp and Impulse 
COMPUTER SYSTEMS: Science (Data 
Collection) and Ship's Computer 
SENSORS: Long and Short Range 
REPORTS: Damage Control and Status 
PLAY ELEMENTS: 20 Klingon battle 
cruisers, 100+ stars and planets, blade 
holes and pulsars. 

AviMiMe M Di^ CMWtte for the Level II. 16K TRS-80 
Microoompater — iMifS. 
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Since the dawn of civilization man has sought a 
better explanation of the mysterious forces that seem 
to govern our lives. Learn the secrets of ancient 
Egypt. Benefit from the special knowledge once 
reserved for High Priests and Conquering Kings. Or 
better yet, if you don't believe in any of that, just 
bring it out the next time someone you know says, 
"Gee, it's a nice-looking computer. What does it 
do?" 



Available on prerecorded Audio Cassette for the 
SiMck Level I or D 16K TRS-M Mlcraoompoter • $9.95. 

Ibe TKS-M Sofhraie EzcliaB|0 

17 Briar Cnil Drive 

Milfbrd,NH 030S5 
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SoftSide was conceived and born within four 
weeks of frantic activity, and this first issue is 
fraught with all the rough edges that any 
fledgling publication is heir to. Please be 
patient, it's our beginning. 

There are those who might say we've got rocks 
in our heads for starting another computer mag- 
azine in the first place. We even wondered about 
It ourselves — but only for a minute. 

Personal computing has taken a new direction. 
The technological wonder of the early '70's has 
come out of the basement workshop .and into the 
living room. People are coming to look upon 
the computer less as the ultimate machine, the 
hobby in itself, and more as the tool, the medium, 
the vehicle for the real stars — our ideas and 
imagination. 

Our intention is to publish software — and lots 
of it, free for the transcription. Every month we 
will offer programs for business, games, pro- 
grams with household applications, even educa- 
tional programs for children that will allow your 
home computer to become the educational aid 
we always knew it could be. Our content will be 
as diverse and unique as our featured program's 
writers. 

It is our hope that SoftSide will be viewed not 
as just "another computer magazine", but as a 
different kind of magazine, the first dedicated to 
the most intriguing facet of computing to- 
day, that side which allows us to realize our 
expectations, our fantasies, our dreams. 

Enter SoftSide — "your BASIC software 
magazine". 
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Inventory Management 
Software 



INVENTORY FP-by M. Kelleher 

This is a Front Panel approach to Inventory management. Available only for 

Level Umachines, it is for those who never want to type LIST. It handles up 

to 100 stock items with primary and backup vendor, and allows for stock on 

order anda date last shipment received information. The major difference 

between this system and the Modular system is that all information 

including character strings is contained in subscripts and are thus 

recordable separately from the program. 

If your inventory exceeds 100 stock items, it should be a simple matter to 

segregate stock into logical subdivisions with separate data files. Two 

programs included on one cassette (Initialization & Maintenance). 



Pictared at right, 
INVENTORY FP 

byM-KeUeher 
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INVENTORY [MODULAR] 

This inventory program runs on Level I or II TRS-80 Microcomputers. Its 
construction permits the user to create subroutines customized to his own 
purpose. One of the main features of this program allows for the inclusion of 
Alphabetic information and a Data Index Code in the form of data 
statements within the program. The result is performance and flexibility 
unmatched by our other Inventory Software. All versions include; 

1. Reports-user specifies up to three numeric and either or both alpha 

informations to be listed and can be vendor specific 

2. Coat/vaine Soamaiy-searches all stock areas and reports Cost/value 

Quantity, Total Value by line item and Grand Total 



S— ich oomptet cumnt stock level against specified 
reocder point and displays on screen all line items in need of 
teorder, along with tentative reorder information 

4. krin-uaes arbitrary file numbers reflecting the order in which the 

data codes are stored. Index will reveal the file names and file 
nombers in groups of 24 for use in other data calls. 

5. datilad npl-e«ety stodk file is callable by file number to reveal all 

memory informatioa regarding that item 

6. lead and Write n»-stoRs and reenters data from day to day 

7. Date Chaaae-updates Data Base 



Runs on Level I and II. 
REQUIRES 16K (SPECIFY VERSION WHEN ORDERING) 

VERSION I 240 atack items can be contained using the fiill 8 data areas 

and two pieces of A^jritt information 
VERSIONn 290 stodc items can be contained using 6 data areas and two 

pieces of Alpha information. 
VERSION in 450 stO(± items. Simplified report with no reorder search, 

allows one piece of Alpha infonnatimi (description) and three data 

areas (quantity on hand, cost price, sales history) 



INVENTOIY SDFEEPAC 

This inventory program makes maximum use of available memory. It is 
espedaUy useful in a real time 'amount on hand' envirooment, and will 
yield only die count If your purposes require such features as automatic 
reordering and on line supplier information, we suggest that you look at one 
of the other inventory management programs. A good example (rf use would 
be a retail tire business where the ability to quiddy determine the stodc 
level of a certain type tire and to change it a sales occure and shipments 
arrive, is a necessity 

VERSION I ISOO items stored in quantities of up to 999 
VERSION n 2200 itenu stored in quantities of up to 99 
VERSION m 6000 items stored in quantities of up to 9 
VERSION IV 750 items stored in quantities of up to 99 and price information 
of up to four digits 
NOTE: Items are callable by code number. A seperate long is required to 
keep tnxk of what the code calls represent. 
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The game of Cribbage may well be 
the most enduring card game since the 
invention of the 52-card deck. 

Invented by British poet John 
Suckling back in the early 1600's, 
Cribbage, or as old John chose to spell 
it, "Cribbidge", would probably have 
become the most popular of all two 
handed card games were it not for the 
commonly held notion that the scoring 
device or Cribbage Board is indis- 
pensable, which it is not. The Game of 
Cribbage is based on an earlier card 
game called "Noddy", in which a 
similar scoring device was used. The 
game of Noddy has long since gone the 
way of the buffalo, leaving Cribbage the 
oldest surviving card game of its type. 

The Cribbage board usually consists 
of a wooden board with 120 holes (60 for 
each player), plus a game hole for each 
player. Scoring, or "pegging", is 
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accomplished by jumping "pegs" from 
hole to hole, rearmost peg ahead of the 
other, thereby indicating both the score 
total and points scored on the last 
hand. Although the Cribbage board has 
become the accepted method of scoring, 
points could just as easily be tallied 
using pencil and paper. Poker chips, 
even "bottle caps", or for that matter, a 
computer. 

Our version, of course, uses your 
computer, which we think you'll find an 
ideal partner. He won't spill potato 
chips on your living room carpet, he 
won't curse at you if you're giving him a 
sound thrashing, and even though he's 
the scorekeeper, you don't have to 
worry about him giving you a "pencil 
whipping" when you've got him by 100 
points. Best of all, he's ready to play 
whenever you are. 

We hope you enjoy the game. 




rouhnei 

LINEt 

PUKPOSEt 

PKOCESSs 



INmAUZAnON 

5-100 

Dimensioning, Q = analysis mode, Z = Kitty possession 

Cover Statements, Random seed 



1 RBI ******** SOnSIDE PKSEKTS 

2 REN ** CMeeRGE - VOU VS. CWPUTER ** 

: REN M »« M *««« M« W«« MM <* M «««« M « H « 

5 DIHR(2L«J OS 0=8 2MW2« 

18 ffIM«i538,-CRlllAGE - VW VS COfUTEP 

11 PRINTK94. ■COPVRIGHT 1978 - TRS-SS SOFTUKE EXCMRNGE 

12 mNT»722. "ENTER flNV MICEP LESS THRN leeee* IlfUTR.)(=RM)<A> 
28 IirUT'DO VOU lEED INSTRUCTIONS (V OK H)'jAI IF W^TGOGUBSm 

lesGOTQiees 

CAID TYPE DECODES 

101-113, 1380-1386 

To determine and display card value (2 thru A) 

1380 & 1382 decodes raw value (1 to 52) 1385 sdects tiie 

proper print line (101 thru 113) 

lWPRINT»i-64.'fl*. .RETURN 
162 mNTtK-64/2'/ .REIUM 
ieiPRlNT«<-64.*3': RETURN 
ll4PRINTff(-64.M' RETURN 

mmmi-iA-'y: return 

lKPPINTn-»4,V. return 
18? FWNIW-t>4,V, return 

mmvlt^-i*.'i^. return 

l»PKINT8X-64.-9%:RETllRN 
118PRIKTR(-M,'18'i:RETURN 
111PRINT8>-«.'J', RETWN 
112 W1NT«5-64,V, RETURN 
11? PRINT8)(-€4«1(', RETURN 



lOUnNEt 

LINEt 

PUSPOSEi 



PEOCESSt 



CAKDSHUPnJBB 

1006-1012 

Generates 13 numbers from 1 to 52 randomly and chepks 

to make sure there are no repeats. These are In ter pr eted 

by the computer as the actual cards. 

1-13 = Qubs; 2 thru Ace sequentially 

14-26 = Diamonds; 2 dim Ace sequentially 

27-39 = Hearts; 2 thru Ace sequentially 

40-52 = Spades; 2 dmi Ace sequentially 



[SribMrfplUM] 

A(l) tfaiu A(6) = Computer hand 

A(7) thru A(12) = FUyer hud 

A(13) = Cut Card 

Line 1006-Wocktaig area deaied in Subscript 

Line 1009-Analysis mode (Q) is set and lUtty pointer (Z) 

upcounted. 

Line 1010-1012 • For 13 cycles (cards) a random number is 

generated and compared against other numbers already 

generated for duplication. If there is a duplication, it gets 

another random number without upcounting the FOR 

NEXT loop. End result; 13 random numbers from 1 to 52 

placed in subscripst A(i) to A(13). 

Line 1012-P(number of hands) and C(size of hand) are set 

for use in the ORDER UP routine. 



1086 E=l F(IRI=eT01»:.R(I)4:NEXTI 
1989 Q=« Z=2+l IFD2Z=1 
1818 FORMTOO 

1811 fN9»(52) F«B4T0I.IFN)(B)(»T01811 

1812 NEXTB:A(I)4:ICXTI P=2 C=€ 



KOimNEt 

LINEi 

PUKPOSEi 

PROCESSt 



OKDERUP 

1210-1231 

Each 6 card hand orders from the highest spade to the 
lowest dub in that order. 

Line 1210 Initializes the routine. Described simply, the 
routine first seeks the highest card by comparing the first 
card against each of the otihers in the hand. If one is found 
to be higher, the two trade positions in the hand 
(subscripts). Once all six cards have been compared, and 
the highest card in tiie first position, the process is 
continued this time looking for, in effect, me second 
highest card, which will then wind up in the second lowest 
otAntd position in the hand's string assignments. Hie 
eztia stuff separates tiie computer's hand from the 
player's hand. 

1218 0=C 1=1 8=i 

1211 ]Ffl<I)>A(B>(»TDl228 

i212R(8)4(I):fl(I)^B):ft(B)^8):B=&»i.lFBatll»T012ll 

im Q0T01238 

1228 B4tl IFBXQ0T01238 

1221G0TQ1211 

im I=M.6=M.IFKCQDT01211 

12iiC=CH».IFIO.W.)(jOT012:8 

ROUIINEi RAW HAND DISPLAY CONTEOL 
UNEt 1300-1310 



PURPOSEi Displays Utty ownetship and sets tiw oootroUing 
variables for use in die card display sabrootiiie. 
Prints needed he ading statements, and dedaied 
ownership of the KITTY, depending on the inAcating 
variable Z. Prints the overhead card IRabel Cor the raw six 
card hand. It also sets tile 4 controlling variables for use in 
the CARD DISPLAY routine. The purpose of these 
variables are described here, and have the same purpose 
when used in the other display routines. 

I = The starting position in the A(n) variable LESS 1 
D = Total number to be dinriayed sequentially 
X = Printing location (LESS 3) of where to start to display 
B = Always 0. Controls progress when B = D display's 
complete. 

138BCLS.G09fii381:G0T014fll 

1381 PRIKTR3a>'1HIS IS VOUR HRN)', IFMFfilKT'IT IS VOUR KITTY 

1382 IF2=2PRINT*IT'S HV KITTV 
i383PRINT(62S,'tli2«l4KK 
1316 I4:B=e:)(=«58 




KOUTINEt 

LINE: 

PURPOSEi 



PROCESS: 



CARDIMSPIAY 

1330-1386 &10M13 

Provides a flexible routine usable by the various display 
routines for decoding and displaying the wocldng numba 
equivalents of the cards in a fonn recognizable to tlie 
user. 

Each card is taken one at a time and divided by 13. The 
integer value (of to 3) directs it to the proper suit 
(Hearts, etc.) dispUy line (1360-1375). With die suit 
displayed at position X. the card's numeric value is placed 
in A, to be worked down to it's Csce value. Note: All 6's 
are in steps of 13. By subtracting increments of 13 from 
the worting variable "A" until the remaining value is 13 
or less, having thus been reduced to its face equivalent, 
line 138S routes the program to the proper print 
command. The print location of the cards is directed over 
the suit by spedfying location X-64 which is always the 
same column but one hne higher on the screen. 



1338 X-^X*3 1=1+1 B=6+l IFBWETlliN 

1345 IF(kn=8G0T01338 

1348 0NINT(Ra).-13)G0T01365. 1378, 1375 

1368 PRIMT8X "a"; rOTCOe 

13b5PfiIKTfl(,'DI1';:(S0T01388 

1378PRINTeK,'HT%.(»T0i:88 

1375PRIHTBfSP"i 

1388 fNtn) 



Utt lfH>DMi-l3:a)TQ1382 

an cmoasue, IB. iiiift IK, is7,ufcmiii^ 111112.113.181 

138S 0010038 

1«1 IK8)4:iKINTIK4a'FIX'IN W HR»- l»TIQM 

■OUmOb HATnBNHrriiaHAT 
MMh 1500-lSOS 

HBPOflBi RMpowBito tot pfc^pwiif Ills ivpoct dmiiig the pl^ 
phaasof Crfbtage. TUi dl^fagr b rafrcshed after eveijr 
pfaQT to riiow Qw B8W Guds is pl^r> 

pmCBSi Nodiiag9eGtallMie;labdi and card di^bgrpuuiietan. 

iSNasmmttiuvKPcn 

19UPRIIIT'VaRHR»',' CUT CRflD*. * *> IfiX COUfT 

UKPRW ilKi3M':Xs257>e:l^:IH:a)6ISlI» 

19B M:M:l^:»215:fiOaB133l 

19M PRMimiV; :P«miaL-vait SCaKMK14).*C0rUIS SOSEMKIS) 

19KPRIini69ll1>lffiGDCflnS 

19K B>«:I4l:K:J^715:60SUU3»:REnM 



llllBt 2000-2012 ft 30000-30010 

fVlFlMBi nspuM uM nfiniii 4 md combMinnin hfob ths 
oon^ntor's tiw 6 cud httid fw mdd yiIdc. 

PIOOBSt DateHiiMcanyllienlMatotaddnHdFtlMwiauluad 
oonbiMtlaas (15 la aO). AD rii catda ace Aea wad aa d 
die kat tiro aie placed ia tfie hold area far ttw "nrnr." 
The lint fsar carda ate aaajgiwid to wotUiv varlaMea 
A,B.C. * D to aaane ttiat tfie ocigiaala are aot diataibed. 
The reanUs cftte analyaia an pwitaiiiiirt hi the variablea T 
& P. if the total ia tihe Ui^wat ao fu. die head b recorded 
aad ttie proceaa repeated natQ tiie four card head widi the 
highest value ia detenniaed. 

2m FQRL=lT015:REH)aB.CD.J,K 

2MJ (M)(A> B^(B) Ofl<C):l>«(D) 

2K6 GOSE2in:6QSUB2a96:IEXIL.GOT0266B 

2898 G^T:T^:M:IF(KIRETURN 

2891 I=lSe:iKm)^J):(KIi5)^K) 

2B21=1S8:8(I)4:R(I4>4.R(U2)<:RU+3)4:IN6:RETIIN 

lOUTlNEt HANDANALTSBVAHABLBPIEPAIAIION 

UNEi 2100-2153 

PUKPOSEi The raw card vafaies (1 52) mnat be defiaed ia three 
diflereat waja. A aecood levd or wctUag variablea 
(E.F,G ft H), are prepared to be aiaa^ukted. as 
aecesaary. The first manipnlatioe ia to redaoe tfie raw 



aumben to didr value eqahraleote so that all eaidt of llie 
same value (Aoes, H^rts, etc.) can be identified as being 
thei 



raOCESSi The process is essentially the same as that used in the 
card diqilay area. The raw value is sUipp e d down in 
in cr e m e nts of 13 till it is equal to or less than 13. The 
d i ffer en ce s arise as a reaolt of having to store the results 
in die respective wotfcing variables. Line 2151 awards 
"Potential^' value for the presence of any jade in the 
computer's hand. 

2U5 14:li06IJB215e E=I:I^ imB2iSe:F>I 14 aiStRlSB eBl:I4l-ai6IB21» 

212BI^I:IFMI4:aSUB21SB:INI 

2125Q0TO2388 

21Se IF1>13I:I-13 GOTOeiSB 

2151 IFI=UP>f»12/4( 

2152 IFI<13I-m:l)E11IM 
21SMRETU9I 

BOUIINEi PADtDBIBCnON 

UNEi 2270-2275 

PUBPOSEt Detects and sooies to die holing variable T any pair 

combinations present in the hand under analjnds. 
PBOCESSi The sctatdi pad subscr^ A(201) to A(213) are scanned 

for a value greater duin 1. Such an indication reveals 

cards of the value (Fairs, TMfm. etc.). See Scratch Pad 

routine for fnrdier information. 

Zm F(KIs2BlTQ2U:0m(I)4lfiOT0e272.2^7^2273.2274.227S 

2272 IEXTI:REniN 

2273 T>T«2:60niS272 

2274 T«T4€:60in)2272 

2275 M4l2:60nB272 

lOCTINEt SCBATCHPADPUPAIAnON 
IJNEi 2300-2303 

PDlPOSEt This area prepares a scratch pad area (A(201 thru A(214)] 
to be used to detect pairs and straights. 

PBOCESSt Each of the working variables E thru H wUdi contahi 
numbers from 1 to 13 is added to die offMt value 200 iHdi 
the two added to prodooe a subscr^ address. A value of 1 
is dien added to die subscript contents. 
A(201) A(202) A(203) A(204) A(205) A(206) A(207) 
2 1 

1110 1 

3 10 



A(208) A(209) A(21Q) 
10 





Note that A(214) = A(201). This places the Aces at eadi 
end of the scratch pad for determining straights. 

23n rm^mtaiiMiy^itxfi 

Z3U. R(E«2BeM:fKFt2NHKFi2nm:fKG»2ei)^G»2eeM 
2302 R<IH2ee>4(Hf2eeM:IFINlTICNR(Nf2e8)^Nf2eeHl 

2m K2i i)mm) irao2iiosiJ6227e 

2S4 IFO)nOT023S8 

KOinriNEi STSAI^IT DETECnON (Compnter Hand Selection) 

UNEi 230S-2343 

PUSPOSEt Each subscript is scanned in turn for a value higher than 
0. Three of more consecutive subscripts in a row is scored 
as a straight. Failing this, potential value is awarded if 
two out of three subscr^its register values greater than 0. 

PROCESSi Each subscript from 201 to 212 is checked in turn. If the 
subscrqrt returns a value, potential value is awarded by 
muMp^ing the factor of the number of cards in the deck 
which could fill that void (4) over the number of cards in 
not under analysis (46), by the contents of the next two 
subscripts (cards needed to possibly have a straight). Of 
course, if either subscript is 0, the resultant of the 
multiplication will likewise be 0, property reflecting the 
potential of a straight widi 1 or no cank present and only 
one cut card able to fill in the void. In other words, the 
approach used in this program to allow for the potential of 
the cut card filling voids in potential straights, is to 
replace the first void wilii the numeric equivalent of the 
probability of the cut card being die proper card times tibe 
presence of the third card. Without two out of three, 
resultant = zero. 

2386 FWI«2B1T0212 IFft(]»e00T023ie 

2386 f^Wi6mM'imi*2)*l) R£H 

2387 IFI<212«XTI 
238eG0T0248B 

2318 IFfKl4D}8G0T0Z328 

2311 P=P+(RU)*4/'4(«fi(H2)«3).REH fWRDS POTENTIAL 

Z312Q0T02387 

2328 IFR(H2»8G0TQ2338 

2321 P=fi(fl(I)4A(m)*4/46*3)DE)1 fMVDS POTEHTIflL 

2322 liOT02387 

2338 M4(3*(fl(I)4ft(Hi)4A(Ii2)-2) ) . IFiKU3»8G0T()2348 



2331 IFR(])4(KI«i)^(It2)MQ0T02335 

2332 P=P*<12/46*3> (3(JT02387 
2S35 P=P*(ie/«^ 

2^ (jOTQ2342 
2348 T=T*l.P=f+&/« 

2342 IFI>2e9(S0TI]Me8 

2343 P:f*12/4€.l»T024e8 



KOUnNE: 

UNE: 

PUKPOSEi 



PKOCESSi 



STRAIGHT DETECnON (Meld & Play Use) 
2350-2390 

This is a faster, more direct method of detecting straights 
without considering the potential value resulting from the 
cut card and is used in final meld determinations, and 
during play. 

Essentially the same as the preceding area. If three 
consequetive areas in die subscripted scratch pad return 
positive values, stndght points are applied to the holding 
variable "T". As is true with the rules of the game, if the 
total value of the three subscripts exceeds 3 then, a 
double (or quadruple) straight condition exists. If a three 
card straight condition exists, the fourth subscripts is 
checked for a positive value and an extra point awarded if 
the condition is true. 

S» F0RI=281TO212 IFft(I)»«0T023«B 

2351 imM)^imK3a 

2352 lFR(H2)=«Q0T023ee 

2353 IFfl(I+3))eG0Ta2357 

2254 lFfrI-*«.'I*i'+ft(I+?'=:>T=T+i G0T0c4«l 

2355 lFft(I)+fl(I+l)4fl(I*2)=4T=T+t.G0T024ee 

2356 IFf!'.!'+fi'l+l>+«'I+2^=5TM+12 (SOWm 

2357 IFWI'*ft(I*l^*fl(I+2>*fl'.I+3'=4T=TH fjOT023» 

im T=T+ft m(km 

2368 tC :T1 

2:^ lFftU+4:«T-T+l 

ROUTINE: VARIABLE PREPARATION STAGE 2 

UNE: 24102421 

PURPOSE: At this point, the working variables E thru H are 
converted to their play value. For play purposes in 
cribbage, Jacks, Queens, and Kings have a count value of 
10 (so do the lO's). Aces have a count value of 1. So this 
area converts Jacks, Queens, and Kings to their count 
value of 10. 

PROCESS: Very straight forward: if the value in the current value of 
the variable is greater than 10, then it is made ten. 



2411 K aafi?<2l:E«I:14 G09K4ai:F>]:M:aafi24ai;M:I4(:eQSU24ai 
M14 IKI IFOOian(B438 

naifKUKim 

M21 1^:0191 

BOUTINEi ISCOMHNAnONDffnSCnON 

UNEi 2430-24S0 

PUKPOSEi Varioat combinatioos are checked far a total pi«y vahw of 

IS. If this condhioB is true, two poiats are awarded to 

••1*11 

nOCESSi Every combinatioa of the four cards under analysis an 
totalled both singly and in groups to determine if their 
total is 15. 

2Qt I<«F:G05lB244t;I<4€:aElB244l:K4tl a)5liB244l:K4€:eoaB244l I^«N 
M31 00982441: ]:««Na]SlBM4l:I<4f*4i:G09B244l:I<4F4N:QOajB244«:K4fi4t( 
2432 GOSlB244l:l<46«M:eOSlR44l:I<«F««H4:eoaR44l 
2413 14 90982441: I^a)afi244l:I4:6QaK44l: 1^:06182441:60102518 

2441 IFI>15T<T«2 

2441 in>isam)e44( 

2442 IFI<9G0TQe44( 

2443 IFI)9GOT0»45 
2444hf*(lfr'46*2).G0T0244( 
2445(N»i(4/46«):a)TD244( 
244( IFVOlfOm 

2447 inM(»T0244? 

2446 \^1 I=l4il G0T0244e 

24«(MSEn*N 

24S8 T=T*2 P=f-(2/26):RETUW 

BOUTINEt FLUSH DETECnON 

UNEi 2S00-2S58 

PUIPOSEi The conditions for a flush are checked with points 
awarded if flush is satisfied. For flush purposes, th* 
initial working variables are brought into use. If they ara 
all within the upper and lower limits, 4 points are added to 
"T". The limits arc determined by the raw value of th* 
first subscript (card). After the upper and lower limits at* 
set. the successive values are compared against the upper 
and lower limits of the If statement on line 2SS0. If true, 
points are awarded and if in the meld mode, the cut card 
is checked to determine if another point is due. 

2W (lNlHT(fl'12)OOTa253& 254a 2549 
2528 E=8 Frl4 00102558 
2538 E^:F=27:G0T025S8 



2946 E=26.F^:Q0TQeS9l 

25<9 E«» F=53 

25» IF'r>€>»fB<FWC>€)*(C<F)«<DX)»<D(F)«)T0e5K 

2551RE11IM 

2556 T=T*4.P=W/46:IFe01RETlW 

2557 IF<I0€)«(IKF)T=T+1 HETIW 
255eP£TiJRM 

ROUTINEi HAND REORDERING 

UNE: 2600-2615 

PURPOSEi At this point, the player is asked to make his final 
selection for his play hand by selecting the two cards 
which are to be placed in the KITTY. Once compiete, this 
ends the hand selection phase of the hand, which is 
followed by this dean-up routine. This routine 
reassembles the cards in play into three four-card hands 
plus the cut card. After this routine is complete, the 
subscript assignments are: 
COMPUTER HAND A(l ) • A(4) 
PLAYER HAND A(S) - A(8) 
KITTY HAND A(9) - A(12) 
CUT CARD A(13) 

PROCESSi 2605 moves the player's discards to the KITTY hand 
[A(ISS) and A(1S4)] which already contains the 
computer's KITTY discards. 2605 zeros these Kitty 
selections out of the player's hand. 2607 moves the 
computer hand from the holding area [A(150) - A(153)] to 
it's play area [A(l) - A(4)]. ^06-2610 condenses the 
player's hand from A(7) - A(12) to A(S) to A(8). Fmally. 
the KITTY hand is moved from A(154) • A(1S7) to A(9) • 
A(12). The cut card remains in A(13). 

2M IVUriHICX onus DO VOU HISH TO PUT INTO T)C UnVTiKB 

im FOHMTM MRHKA*149):lCXTR:iei Omm MO TO HOKIK fRER 
2£W »^:Fa»>7TQ12:IFfKR)4G0TD26ie 

26ieiCXTR 

202 »4:FOm454T01S7:R<B)^R) M*! KXTR REH KNES KITTY 

2S15 0>1 

ROUnNEi MELD DETERMINATION 

LINEi 2620-2632 

PURPOSEi It is at this time that the computer actually assesses the 

meld value of each of the han<to. The actual posting to the 
player/computer point scores does not occur until after 



ntocEssi 



itTlMiMMalwIlihlsl 

is a logical panae when the player will be aaawatm tfM 
aigniflcaacc of the cut card to hia meld sitnatlaa, aaid to 
the conpater ia pot to work instead of wahiag. 
Q aefvea aa a Aiactioa switch in the main anayWa ana of 
2100-2S60. to aDow far the iachiaioa of a flMi card (N) aad 
avoid when practical, die asacasmeat of potential vain*. 
The p nt^ nm then a w Huhcs to the aaalyaia ana far ■ 
"Ttm" mdd vahie. with N repnaenting tlw cat 
Bach haad ia damped in tun into the E,F,G.H.N 1 
vaiiaUea aad tlw actual value returned ia T ia atocad la 
R.S. aad W to be posted upon the oo^etiaa of tlM hnd. 

»» MKD NK2) D4KJ) M(4) :NKO> G09JB21N 

XB IMK5):MK() WK7):NKS) MKO) OSURIN 
2628 W 

201 M(9);Ni(ll):C4KlD:M(i2):MK13> G0SUB21N 

202 »iT 

■ODIINBi MBIAJACKyALDB 

UNBi 2633-2639 

PUIPOSBi The one point awarded to the holder of the Jack o( the soil 
of the cat card ia an exoqitioa becaaae it ia aot available ia 
the play (\.e., playing the Jack awarda ao apodal point). 
The raatine detects the poiat aad awarda it to tlw propas 
■aid holding variable. 

nOCEUt Each card in the player, co mpn te r . and meld handa is 
checked to aee if it b a Jack. If ao. the suit is compared to 
the cat eard A(13). aad a poiat swardad if they 

2B3Rtl>lTm2X«(l) 
204 IfX>139t>i«-13 Q)T(]0(34 

2SS iFx»ieiFiNT(R<n/u)snrT(MO)/i3)amBt37 

2Q(IEXTI:G0TQ2MI 
207 IFIONHlOOnSM 

208 VKSs^imsm 

lOUnNBi VLkfUaUfMBAMJOHm 

UNBi 2640-2M7 

IVIPOSBi Dariagdwplayphaaeofahaad.the 
be defined ia: their taw farm (0-52), 
(MO) and their face vahie (A.2...K) 
raatine deflnea each card in tlw 

IMl) through A(8)] ia aO three' wqrs 



iadeck 
oouat VI 



PKOCESSi The raw value is read, processed to its generic or numeric 
equivalent, and stored in die proper locations in the table. 

2M8 F(KiHT0e:I^KA):fl(fH2e)=I CXTR 
2M2 FOmslTOBiI^R) G0SUe21S8:R(R*38)=I:IEXTA REH GOOIC VH. 
2M2 Fa)fN31TQ38:I4(R>:G0SUe242e:R<fHie)»I:IEXTR:REH MICRIC VRL 
2M5 Oe:IM:FORI=5nD?0:R(I)4:ICXT] 

2646 V=6:L4 y=8 K4 J4 

2647 R(44)4 R<Se)4 

ROUTINE! 

LINEt 

PUKPOSE: 



PSOCESSi 



CUT JACK VALUE 

2648.2960-2984 

The rules of Cribbage specify that if the cut card itself is a 
Jack, the dealer is immediately awarded 2 points. It also 
marks the beginning of the play phase of the hand. 
The cut card A(13) is reduced to its type value to 
determine if it is a Jack. If so, 2 points are awarded 
immediately to the player or the computer [A(14) and 
A(15)] depending upon who is die dealer (Z). 

2648 0051)62988 

2656 aCG0T027ea 2668 

ROUTINEi PLAYER EXECUTION 

LINE: 2660-2683 

PURPOSEi It is in this area that the player cards are played, point 
situations detected and scored, and played cards erased 
from the play table and inserted into the play deck. 

PROCESS! A is your card selection. It must pass the test of not 
having already been used, and must not cause the count 
to exceed 31. Next comes the check for immediate score 
possibilities such as pairs, 15's, 31'$, and straights. If you 
indicate a "GO", a "no play" situation, the computer 
does check your hand to verify that situation. If any points 
are posted, your card remaining indicator (K) is 
upcounted. The values representing your played card are 
entered into the play deck area and erased from the 
holding tables. 

2668 IffUTIMlCH CM) 00 VOJ PLRV((M»)'iR IF<H>4H'R<e'l]0T(Q661 

2662 IFfN6GOT02688 

260 fMM4:IFR<RHV>310(rr02679 

2664 IFR(fl)4l»TDe678 

2665 T=«:V=W(R):1F(V=45)+(¥=31)TICHT=T*2 

2667 O0SIB2685 

2668 fNMB: IFfl(fl)4<C+58)T=T*2; IFR<fl)=«C*49)M*4. IFR(RWKC*48)T=T*6 

2669 fNM8:IFT)6a)Sie29i5 
267eOC4l:R(C«5B)^R-lB):R(C46e)^(R-28):R(R)4:R<R-18>4:R<R-28)=8 



26?i !(?M:iF(x>jmyi)maai 

2(72 IFV=31G0T029n 

2673 i^MCBM 

2(74 IFVGIPRINT'FEG G0':a)Slfi2778:a)TQ3Me 

267S PRINT'PEG 2' G09fi277B.G09£29i5 GOTCBMB 

267S PRIKT'THRT GffiD HftS BEEN PLflVED flJSWV - TRV flGRIN*:G0T(]e£6e 

2679 PRINT'PIAV DECK KUJ) EXCEED 3L 1RV flGniH':G0T02e£e 

2688 FflRI=45T048 lFvR<I)Oe)*(fl(I)4Va2)PRIHT'V0U HRVE R VRLID PLAV.G0T02668 

2681 IEXTI:IFJ4J=1 Ii(n02788 

2682 IFV=31T=2:OOSUe2915.J«8:(»T029e8 

2683 T=l:G0SUB2915:J4:liOTO29e8 

KOUnNEi IN PLAY STRAIGHT DEIBCTOl 

268S-2691 

The conditions to award points for a straight during play 

are not quite the same as in a meld situation, in that the 

sequence in which they were played becomes more 

significant. Therefore, this area functions within those 

restrictions. 

First, the most recently played three cards are brought to 

the regular straight detector for checking. If it returns a 

positive value, the p rogram returns with the fourth and 

fifth card included. 



UNEs 
PURPOSE: 



PROCESS! 



2685 IFDdiiEIUM 

2686 (^T:M:»:2:E^(H0):F^(C^)>mCH9)H=8 8051182388 

2687 lF(T)8)«(D2)0=OtT:T4:INKCH8):G09fiZ388;GOT02689 

2688 T^HT RETUW 

2689 IF(T>3>*(D3)(HM T4 tt=l iMKCH7)-Q0Slfi2388 IFD«HH1 
2698 IFr^flniNT'SCa£S',T;'ON STHUGHT' 

2691 T^) RETUm 



ROUTINE: COMPUTER ALGORHlfTHM 

LINE: 2700-2728 

PURPOSE: As with any algorhythm, it provides the criteria by which 

the computer will arrive at its own decision regarding 

which card to play. 

PROCESS: Each card in the computer is compared against certain 
definable conditions, arbitrary values are assigned to the 
assessment subscript based on which condition exists. 
After each card has been checked, the computer plays the 
card with the highest rating. Impossible, and illegal 
situations are given impossibly high ratings to preclude 
their selection. 



CHAIXENCS 

This algorhythm is constructed in sudi a wsy as to invite 
puttering. The point conditions are aU covered, however, 
several definable subtlties and assessments of dieir 
significance can be changed or expanded to reflect the 
player's own approadi, and values. There is still over 
1000 bytes of memory unused for those who wish to hone 
their own decision-making command set. If you feel that 
you've come up with a redly good one, send it oat to us. 
We'll publish the best algochythm received in a future 
issue. 

Zm F(]RI=71T074:R(I)4:IEXTI 

2786 FQRI^lTO44:IF(R(I)4H(fKI-lB>«V>31)MI«»)»-10:IEXTI:OOTO2738 

zm IFIKIHV=15TIBR(I«}t)4 

zm IFIKI>^31TIENR(H3e)sZ5 

2786 IFR(I)4V:5nENR(I«38)s-l 

27W IFR(I)«M0nEIIKH38)»- 3 

2716IFR(I)tV<5nENR(I«38)=.2 

2711 IFR(IHV>15nElfKU3B)-.2 

2712 IF«n4V=21T»EHR<l*3e)=-l 

2715 M-i»(^l*3» ]FR(AHKC45e)IK0)=fl(0H2: IFR(ft)i(KCH9)A(0)^0)«4 
271S IFVt24<KI)>31T)ENR(0NK0)f 2 

2717 IFCM^I :E=fi<R) :F^C«») :(NKCH9) :INKCH8) ;INKC447) :T4 

2718 IFDiQ=2:GOSlje238e:I4:lFT)0nCNfKOHKOHT 

2719 IF((fl(fl)=fl(C+MHl)*(R<RMKC*»H))*((2««<R))*VO2)fl(0WK0K 5 

2720 Fa»:31T034:IFbH«EXT6 

2721 IF(R(BNKI-18))«(V*2tMI)<32)T)Em(I«nMKl43BK3 
2728 (EXri 



SOUTINEi 

IlNEi 

PUKPOSEi 



PEOCESSt 



COMPIJTEB EXECDHON 

2730-2770 

Identical to player ezecutioa; official point detection 

awards, moving cards to play ded and erasing than 

the play table. 

Essentially the same as in player ezecutioa. 



273B iM0:FIKI=71TO74:IFR(I»RnDtt>I:ft<mi} 
2731 lEXTI IFfN-inOT027a 
27S R#-3e:INHe:V=V«fl(R) 

2735 IFV=lSFiaNT-FIFTEEN FOR THD':Ts2:l»6U29U 

2736 1FV=31PRINT'TK]RTHIE Ftt 1lir:T4:eoaB29!ll 
27« T4:a)Slfi2685:IFT)«ai6UBMI 



£742 lF«'N'=fl'C*5e T=T+2 IFfl'H;=*i'W9)T=W IFR(H'=fltl+46 T=T*t 
2?45 in=2PfiINT'PftIR FOR TNO* C0SUB29l» GOSUKITTd 

2746 in=6reiKT' TRIPS F» SI' ' UfittiSiO tffilKT^ 

2747 IFT:12PRIMT'(UK FOR TiaVE':G0afi29ie 005162778 

2756 C=C+1 R(C+5e)=fifM^ fl(C*t8»=<i<»-ie..ft(N>=« mfl.:* fliH-28>=6 

2751 J=«:L4.+l:lF(Di.>*(ICJ)«JT03882 

2752 aS.IF\'=3ia)SLe29ei 

2753 G05UB15e8.PRIMTI76a.' * J=6 001006(8 
2768 IFMT»CMJ=« Q0T02762 

2761 >l:ijOSlBlS88:PRIMTKS2,'a]irUTER GO' 0051162778 liOT0e668 

2762 1FV=31G0T02981 

276} T=l GOlSli62»18.GOT02981 
2778 F0ii(MTO18ee ICXTO RETIKN 

ROUnNEt DISPLAY EOUnNE 

UNEi 2805-2806 

PURPOSEt Prepares the display to be presented to the player 
immediately after he has decided which cards to release 
to the kitty, as with die other display routines. It it 
accessed from line 2616. 

2885FRIKT8328,'PLRVERHri» U 12 13 M CUT CfRD* 

2886 .=459 6=8.[f4 M G0SU61338.X=482 &=8 IM 1=12 G0Sli61I»:RETUIN 

ROUTINE: NEW DECK 
LINE: 2900-2905 

PURPOSE: Once both parties have issued a GO, it's time to clean up 
the play deck and zero the deck count variable. 

PROCESS: The deck count variable (V) is zeroed and the card values 
are erased from the holding areas [A(51) and A(61)] - C, 
which indexes the highest use in the deck holding area, is 
returned to start. 

2988 FORI=51T058< fl(P=8 ft(W8)=8 ieai.0«.V=8:CLS (iOT02985 

2981 FaiI=51T058C.fl<l'=« ft'l+ie)=8 ICX^I C=8 V=8 CLS 

2982 F1{IKT8538.'fO PLAV im':F0RMTO999:CXTI 00SUB1S88:PRIKT8988, 
■ • G0Ta2668 

2985 PRINT853a 'ICH PUtV DECK* :F0RMTO1888:IGai 00T02788 



ROUTINE: 

LINE: 

PURPOSE: 



PROCESS: 



PLAY SCORING 

2910-2916 

All scoring which occurs during the play (as opposed to 

meld points) is officially posted to the prq>er holding 

variables. 

Entry at 2910 posts the value of T to the computer's game 



'23 



score at A(15). Entry at 291S posts the value of T to the 
player's game score at A(14). 

2918 fl(lS>=fl(15)*T.IFR<iS)>12eG0T(e95e 

2912 PRINT'COrUTER SCOiESMiFOKMTOlWe ICXTI RETURN 

2915 R(14)=fl(14)iT IF(K14)>128(»T0296e 

2916 PRIKT'PLflVER SCORES ■.T.FORMTQUM:ICXTI:RETlim 

ROUTINEt GAME ENDING 
LINE: 2650-2660 

PUKPOSEi Throws a little zip into the game's ending and (rffers a 
replay. 

2958 mKTK32, '1 UIN! !•!!!!!!!!!■ :PRINTI696. 'I FEa SO UOUtERFULLIi! • 
2955 PfilNT UrUT'SHRLL IE GO RT IT ffiRIN (l=VES)'iR:IFiHOOTQieK 
2366 EM) 
2968 as PfilNTKSL'PLMD THIS OK BEFORE) - VOU HIN!!':ami29R 

Balance of CUT JACK VALUE ROUTINE see Line 2648. 

2968 )(^0):REH QCCK FOR CUT MX 

2981 IF)013}(=X-13 (»TQ29ei 

2982 IFXOieRETURN 

2982 IFEslPRII(T*nMR CUTS IflCK' T4 G0SUB2915:RETll)N 
2984 PRINT-COIfUTER GUTS JRCK'.T4:a)afi29U:RETlRN 

KOUTINEi ENDOFHANDMSPLAT/MELDSCOUNG 

LINEi 3000-3038 

PURPOSE t This hand displays the entire hand, previous (before 
meld) and current point totals, as well as the mdd point 
contributions of each hand. The program halts here untU 
the player is satisfied that all is well. 



3888 1FV»^14)^(14)*2.00T03885 
JflW ft(14»=«<i45M 30T038K 

3882 lFVk3i/K15)=fl(15H2 G0T03885 

3883 ft<15)»fl(:S)+l 

3885 GOSUei585.FORMT0388e (C^7I (LS C»eA<T03828.3838 

38ie Fi(^MT(ii; R<i)^W<S2> li0Slie2885.00T02688 

3828 PRIMT»,'C»WTEP SCORE', ' •," '.■PLflVER SCORES' PRIMT869.ft< 15), 

3821 PFtlNTWb, "CURfiEMT SCORES'. PRIKTM17.R(14> fl<15)^(15»*R 

3822 PRIHTWZI.R reiKTtt52,'ICIJ) SCORE 

3823 PRIHTHaLS P(INT8216. 'KITTY SCORE'. PRINT»«,U 

3824 R(14;=ft(14HStN PRIKT826LR(1S), .PRINT8288,'«I SCORES', 

3825 FRIKTI389.R<14) 



3K6aiT(DOS 

1838 PRINTMl fUWER SORE', * ■, ". 'COVUTER SCOSE* Winm. R(14). 

3831 PRINn6&-CUSENT SOXES', :PRINTH17,fKi5):R<14)^(14)tS 

3832 PRINTim.S.PRINTilS2.'lfLD SIXliE 

3C3 PfaNTiUtRrPRINTKU. 1CITTV SDK'. :FRIIIT8245.H 

3834 fKlS)^K15)4ft«H.PRINTi26LR(14). PRINTim'ICH SOKES' 
3135 FRINTimfKlS) 

3835 PRIIirrFRINT' VOIR HMS*. ' OmiBt HW*. ' KITIV HMT. 'OIT OH) 

3837 X=Sll:M:M:»:8:G0SllB1338:){»527:M;I4;»4;a)Sliei33e 

3838 X:943:M:I^:B4:G0SIB1338:X!=5(8:»4:I=12 »4:Q06llB1338:PRINTN47,"i 

BOUTINEt mELD GAME ENDING LCKaC 

UNEt 3039-3041 

PDEPOSEi By the end of the game, there should be no problem in 
determining if tiiere is a winner, and if so, who it will be. 
However, wlien meld scores are added, there is the 
potential for both players to exceed the 120 points 
needed tawin, and it is not necessarily the higher pmnt 
total wMch wins. INstead. it is the side which melds first 
(The side without control of the kitty scares first 
Technically, the side with the kitty loses before having a 
chance to score his meld.) 

PROCESSt The two IF/THEN sUtements reflect those winning 

conditions logically (Z=kitty possession). 
Read in human language: "if my score is higher than 120 
and you have the kitty, or if my score is higher than 120 
and yours is not, 1 win." 

3839 QSJUBm IF((fK14)>i2e)*(2=2)H( (ft(14>>i2B)«(R(lS)<12B»O0T02968 
3848 IF(OKlS»128)*(2=l))«((R(15)>128)*<fl(14)<128»a)T029S8 
384160101889 

9888 FltlHT'CRIHnGE DIRECTIONS 

9881 PRINT' HOFEFUiV VOU HRVE Pl/IVED aUEGffiE SOHE TlIC BEFORE 

9882 PRINT'IF NOT, TIESE NRECTIOI HRV PROVE INflDE(URTE IF SO. HOVIE'S 

9883 PRINT'SOOK OF CRRD GdCS SHOULD BE OF GRER1ER flSSISTRNCE 

9884 PRINT' IN R NITSKLL CRIBeRGE JUST HRPFENS TO BE Olf OF T»E BEST. 

9885 PRINT'EEST TNO PIMR OKD GfKS GDING (BLTHOUGK IT OH BE PLRVED 

9886 PRINT'BV HORE). TO STfRT HITH ERW PLRVER IS DEBLT SIX OVDS 

9887 PRINT'TO LOOK OVR TIE PLflVERS MIST TKN SELECT WlCti f{U> TICV 
98B8 FRINI'INTDD TO KEEP. TIE ODER TUO ARE PLRCED IN TIE KITTY. 

9889 PRINT'TIE QRDS PUCED IN TIE KITTY HILL NOT BE PfKT OF TIE 
9818 FRINT'Fliiy PM6E OF TIE ML W TIE PLMRS M.TERNRTE 

9811 FRINT-FOR POSSESSION OF TIE 'KITTY' FOR TIE lELD PHRSE OF EflCK 
9812 PRINT'HRM). *:FRINT":PRINT":00SUBUe88 



9K8 PRINT* TIC BIGGEST QMSlDOnTIGN IS TO SElfH THOSE CMiDS HUGH 
9621 PRINT'FKSERVE HE maim IBJ) CneiNRTIQNS TIE FOLLOMING IS 
9K2 FRINTfl LIST OF TIE VflRIOUS lELD CaeiNHTIONS - RBEMER. RNV 
902^ PRINT'DIFFERIIB COBINRTION COrOUOS TIE SCtRItt (EX, 2 5 S « 2 IS'S 

9824 FRINT'PMOUCE 4 DIFFERENT ]5 C0HBINRTI0N5 t TNO PAIRS FOfi 12 PTS). 

9825 PMNT'FIFTEEN'S*. 2/ 'FfCE CORK ^ U ( KC ^ 1 
3826 PR]MT'FfiIRS'.2>'3 OF KIM) = 3 PAIRS 

9027 PRINT'STIiAlGHTSM'lUNinUH OF 3 ODDS WV SUIT 

9828 PRINT*FUEHV4i flL FOJR CflRDS IN Httl> SMC SUIT 

9829 PRINT-JAGr.'.L 'IF IN SMC SUIT flS CUT CflRD 

9838 PRINT'REIEItER, CflRDS HRV GE USEP W REUSED IN W< UKtlNRTION 
3811 PRINT'flS uMG AS TIE EXn^ SHE CffiDS ARE NOT BEING USED OV^ 
9812 PRINT'EX 6,7i6,9 OF lEflRTS = STRAIGHTS 6r7-^ FIFTEENS 7-8, 6r? 
98IJ PRINT'aUSH 6-7-8-9 TOTflL P^S 12' G0SIB1W88 
9848 PF.INT' IFTER TIE PUNERS MAE HttE TIEIR SELECTIONS m PRODUCED 

9841 PRINT'TIE 'KITTV'. TIE DECK IS CUT FOR TIE COHDN Cflffi (CUT CARD 

9842 PRINT'THIS CflD IS INCUSED AS FART OF EACH HW DURING TIC ICl 

9843 PRINT'PHRSE OF TIE GHE. IF TIE CUT CARD IS A JACK. TIE DEALER 

9844 FUNT'OMEVER HAS TIE KITTY) IS HHSED 2 PTS INEDIATELV. 

9845 PRINT* AFTER TIE CUT CM) IS PRODUCED, TIE PLAV PHRSE BEGINS HITH 

9846 PRINT'TIE PUNER WO DOES NOT HRK TIE KITTY FimiNG TIE FIRST CffiD 

9847 PRINT* HI COniNRTlOlE THAT ffPLY DURING TIE KLD PHASE CRN 

9848 PRINr*flPPLV DURING TIE PLAY FHGL TIE PRDC DIFFERENCE GEING 

9849 PRINT'A GREATER AnOTlON TD TK ORDER IN WICH TKV lERE PUWED. 
9168 PRINT*FOR INSTmCE. TNO POINTS fff flMDED TO TIE PLAVER IMO PLACES 

9851 FRINT*TIE SECON) CfKD OF A PAIR, HONEVB& TIEV MIST BE CONSECUTIVE 

9852 mNT*(UI6T THO CflflROS PLAVEDX TIE SHE IS TRIE FDR 

9863 PRINr*STRAIGHTS. ETC 'iGOSIfiliBBB 

9868 PRINT* THIS PlAV OCCURS MOLE ft COM IS BEING MI OF TIEIR COUNT 

9861 PRINT*VRLUL TNIS ASPECT OF CROBRGE IS SINIUR TO BUCK MX TIE 

9862 PRINT*COIMT VRUE5 OF EMX cm IS IDBffUa T8 BUCK JRCK EXCEPT 

9863 nmim tic ace is qn.v ok^ as tie flakrs M-tsnite in pumng 

9864 FRMT-TIEIR CARDS. TME GOSIID 'BLiCK MX' VNJE IS TK liCX 

9865 PRINTtOWT. TK MnONII WLUETKIGtKNRVRERCHISILIICN 

9866 PRINT-TIC PLflVBt IMSETWiniSTDPUIVACflRDDQESMITMKR 

9867 PRlNT*CflRD llRTMITMUDilEGPTICDeCKVILUEUIS32.iCGIVE5A 

9868 PRINT*'GD'. THE OTIB UNER M6T TICN AHEIPT TO A» TO TK KCX 

9869 FRINT*WiE. IF K CfMOT PLAVRCARlWItEPTiCSGCKWUEUMDER 
9878 PRINr*32, TKN THE LAST PLANER TO PIW A CARD IS IMDIAiaY MMED 
9871 PRINT'IPT. (2 IF THE DECK WUEIS EXRC1LV 31). TIE BBX GOUff TIO 



S872 PRINT'CVOIS BRCK TD 2B» M HE PUNER HO GfNE Hi 'GO' PUCES 

mi frint'he first cm of tie ien deoc vGosusiMe 

SSee PRINT- DUUNB TIE PLflV, ft PUNER HD PUWS TIE CM) THRT ERIHG6 TIE 
9661 PRlNTim COUNT TQ EXRCTLV 15 IS INEDIfnaV MRDED 2 POINTS. 
9862 PRINT' DE OBJECT OF TIE (HE IS TO BE TIE FIRST PUNER TO QET ft 
9602 PRINT-SCOE OKR 120 PTS RBE»R, IT IS TIE FIRST PUNER TO REftCH 
9604 PRINT'fl SCaEflF0ffiR12BlN0TT)EGKIMFlRVSfFTERTIEIELDHf6 

9665 PRIKT-EEEN ftXB>> Ml HIN5. THERE IS ft SPECIFIC SEQUENCE TO 

9688 PRINT'CREDIT POINTS FIRST, TIE CUT JftCK IS flHRROED. TIEN TIE PUN 

9666 PRINT'POINTS HE flDOED IIIEDIftTELV flS TIEV OCCW, M TIEN TIE lELD 
9669 PRINT'POINT ARE flDOED, FIRST TO TIE PUNER MO DOES NOT CONTROL TIE 
9698 PRINT'KITTV.- TIEN TIE IELD5 OF TIE DEflLER HfH) AN) KITTY HR». 
9691 PRINT* IF TIE NON KITTY PUNER GETS OVER 128 FIRST, TIE GIVE E»S 
96S2 PRINT'IltEDIftTaV. EVEN IF TIE ODER PUNER HOdD HRVE HRD ft HIOER 
mi PRINT'SCOE IF TIE GME CONTINUED. MiOSIS166e6 

9186 aS:PRINTe636. 'GOOD LUCK! !!!!! ! " :F0RI=1TQ1686;IG(TI RETUM 
18886 PRINT691£,"j ilffUT'PRESS ENTER'; ftl:CLS:RETURN 

See Line 2000 

J86e6MTftL2.3,4,S,fcliZl.S,4,6iL2,3,£.4,S»L2,4.S.I,6.1iL4,&3,S 
366UWTf)LL4,S,2,6.Ll,4,(.2,5.L4,5.£.2,3.LZS»£.3,4,L3.S&2.4 
36e28DATfl2,1.4,5.L&2,1.4/&L&2,3,S£.L4i2,4/S.£.LI,3.4,5»(.L2 



AHfaaagh U to on htoBdoB to pdUlah pragnmB la IbM IMIac fsm far 
our raaden tnaactipdm, we teallae (kat the actaal keyboarttsg may 
leqnife moie dme diaa loaie ate able to devote. 

To better serve oar leaders, prereeorded digital caaaettea el lUa 
program are lieiiig made availaiile ior aabataDtlally redoced rates from 
tlie TRS-M Software Exchange. 

If the "prerecorded" roote to best for yoa, stanply check the 
appropriate box on the order form hi tlie TRS-80 Sirfhrare Exdumge 
Marlwt Basiwt sectioB of dils I 



STATE 
CAPiTAL 
QUKZ_ 

Quick,... 
what's the capital of Montana? 

Sure you know the answer. But how about freeing up 
Sonne of that precious computer time for some 
knowledge-thirsty youngster? Educational organizations 
and far-seeing individuals have long praised the 
computer s potential as a teaching aid, so why not put 
your home computer to work right now 

It may not guarantee your student a Rhodes 
scholarship, but it could sure help his grade school 
geography! 

This program is written for the TRS-80 Level II, but 
after some slight modifications will run just as well in a 
Level I machine. 

19 PPIMT"N»C THE STATES G»C" 

lee c=fj©<.5e).G0SUB9ie 

IW CLS F0RN=1 r03. PRINT NEaTN 

185 PRIMTBI. ■ IS THE CflPITflL OF HHT STATE:" 

186 F0RM=lTOS.PRIHT.tCX7N PRINTL2,5,4 
lie A=RNDU).0NRG0TO13ai48.158,16d 

138 S<.ijOSUe988.PRIKTAI, .G0SlCir8.(i05lfil78.Q0SUB178 

m GOToiee 

148 G0SUB178.S<.G0SUB9e8.PRINTAI. .G0Slfil?e.GOSlJB178.G0TO188 
158 Q0SUB17e.(i0Slfil78:S<.Q0Slfi9e8.PRINTRIi .GOSlJBlTe.QOTOlBe 
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m FORB=>lT(K:.Q06iei7e.re%TE.S<.G06lJB9ee.FRINTr)I.GOT0188 

ire S>«fI'(%>.IFS<G0T0178 

171 GOSUBSee.PRINTRI, fEWStH 

lae F0Ki1=lTOS.PRINT.ICXTH.IirUT*MHRT 15 iIM; itOER'.B 

136 IFR4(jOT0195 

131 PRINT-'HE HILL TfS THAT JTC XRW LATER' 

134 RKT^lTOlSee.tEATT QOTOiae 

135 PFIHT»2Z\ F ?> £ C T ! ' ! V(iOT0134 

see ONSuOTOieee, leie, i82e. le^. ie4e, lese, leea lere. leee. laee 
?ei 0NS-i8GOTcaaa me, liie. ii^, ii4«, ii58. ii6d. iira. use, ii3e 

382 CIN5-2eQ0T012ee, 1218. 1229, 1216, 124^ 1258. 1268, 12r8- 12oe. 12S<e 

ses 0N5-:e(j0T0i3ee, md< 1:28, i::?8, i:48, i:5e, i2£8, iits, izse. use 

384 0NS-4eGOTO148e, 1418, 1428, 1418, 1448, 1458, 1468, 1478, 1438, 1438 
318 ONCuOTOieeS, 1815, 1825, 18:r5, 1845, 1855, 1865, 1875, 1885, 1835 

311 0MC-ieG0TO1185,lil5 1125 111^,1145.1155.1165.1175 U65.iL=^ 

312 (]NC-2e(jOTC12e5, 1215, 1225, 1225, 1245, 12S5, 1265, 1275, 1265, 1235 
31- CNC- 19(10101:65. 1115. 1325, 1225, 1345, 1155, 1365, 1375, 1335, 1335 
314 G»iC-48G0Tul485, 1415, 1425, 1435, 1445, 1455, 1465, 1475. 14S5, 1435 
1888 R$^'KJ€mR 



1681 RETURN 
1865 BI-'HONTGCKERY 
1886 RETURN 
1818 RI^'fl/SiCA 
1811 RETURN 

1815 Bl^'JUrfflU 

1816 RET jRN 
1828 Al' 'AFIOiNFt 
1621 RETURN 

1825 BI='PMENIX 

1826 FfTlRN 
1838 ai^"f»flH5»u 
1631 RETURN 

1635 B*='LITTL£ ROCf. 

1636 RETURN 

1041 F£TliRN 
1845 BI='£*R«€NTO 
1646 RETURN 
1050 tU^'COLORflDO 
1651 RETURN 



185: tf*"D£NVEf 

1656RET'JFN 

1668 RM'CQMECTICUT 

1661 RETURN 

1665 BI^-HRRTFORT' 

1666 RET'JFJi 
1678 Rf-'r€Lff«RE 
1871 RETURN 
1075 Efs-ffft-ER 
1676 RETIRN 
1688 <tM-FLGRIM 
1881 FE;ji^ 
iOo:-of='rrlu*hS-EF 
1366 RETURN 

1698 RI^'GEORGIfl 
1831 RETURN 
ie?5 Bt=*flTLfiNTn 
leSt FE'jrN 
1186 Rr^'HRHRiI 
1181 RETURN 
U65 BI='HONQLULU 
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1166 RETURN 
1119 fll="IDfiHO 
1111 RETURN 
mS BI^'BOISE 
1116 RETURN 

1129 flf="ILLINOIS 
1121 RETURN 

1125 BI='3PRIMGFIELr' 

1126 RETURN 
1128 R$=MNDimR 
1131 RETURN 

1135 BI-'INC'IflNflFOLIS 
llZe RETURN 
1146 flf="Ii]Hfl 
1141 RETURN 
1145 BI="D£S HOINES 
U46 RETURN 
1158 fll^"l rteflS 
1151 RETURN 

1155 BI="TOPEKfl 

1156 RETURN 
1168 fll="^INTUO"t 
1161 RETURN 

U65 Bf='FRfl»fORT 
1166 RETURN 
1178 fll="LOUISIflNfi 
1171 RETURN 

1175 BI='BRTON ROUGE 

1176 RETURN 

1130 hl="MflINE 
1181 RETURN 
U85 BI="flUGUSTfl 
1186 RETURN 

1198 Bi^'rwriiflrc 

1191 RETURN 

11^ BI='HNfWCiIS 

1196 RETURN 

1208 HI="nfl£SflfHUSETTS 

1281 RETURN 

1205 Ef='BO£T0W 



1286 RETURN 
1216 fll="HIC«IGflN 
1211 RETURN 

1215 BI='LANSINb 

1216 RETURN 

1226 fll='KIWCSOTA 
1221 RETURN 

1225 B<='ST. FflUL 

1226 RETURN 

1238 fl$="HISSIS3IPFI 
12;i RETURN 
12:5 Bf=-JflOoON 
1236 RETURN 
1246 RI="HIS30URI 
1241 RETUfW 

1245 Bf=".TEFFEFSON CITY 

1246 RETURfJ 

1250 fif="l10NTfiNfl 

1251 RETURN 
1255 B$='HELENfi 
1256RETLWI 

1268 fll="NEERftSKa 
1261 RETURN 

1265 BIs'LIHCCLN 

1266 RETURN 
1278 (K^'CtYIM 
1271 RETURN 

1275 BM-cariON ::t- 

1276 RETURN 

1288 BI-'NEU HWFSHIPE 

12?i RETUFtI 

1285 Bf="CONCOPD 

1286 RETlfN 

1290 flf="NEH JERSEY 

1291 RETURN 
129? BI='TFENTON 
1296 RETURN 

1169 ftl='NEN NEi'ICO 
1381 RETUFN 
1385 ei=";flNTfl FE 



OS RETURN 

mo fll="rEH VORK 

J3URErJRN 

05 BI^-flLBflTft' 

mgREIlRN 

1226 fU^'NORTH CflROLINR 

i221ieiffN 

1325 BI:"RflLEIGH 

i^li fET.JRN 

irre fif="HORTH [«.OTfl 

OZIPETURN 

i::?5 Bi='Bia«»'. 

JBi^PETURN 
1^48 Rl= 'Ohio 
1141 RtTdRH 

::45 B*="coLur»is 

1146 RETURN 
1250 R*='aiflW1R 
1351 RETURN 

1355 BIs'OiaJHOm CITV 
1256 RETURN 

1368 fll^'PENNS'tlVmiR 
13d1 RETURN 

1365 BI^'HffiRISBURG 

1366 RETURN 

1378 fl»=''RHODE ISLffC> 
1371 RETURN 

1375 BJ»"PROVIOENC£ 

1376 RETURN 

13S8 A$s*30UTK CflROLINR 

1381 RETURN 

I^ ri^'COLONBIR 

1386 RETURN 

1398 R|s"SOUTH r<flKOTR 

13S1 RETURN 

1195 BI='FIERKE 

1356 RETURH 

1488 RI=''TEMESSEE 
1481 RETURN 



1416 RETURN 
1428 Rt^'UTflH 
14a RETIJFJ< 

1425 B4*=-SflLT Lflll CI Ft 

1426 RETURN 
1428 flt="VERMOHT 
1431 fEVJtit 

1435 BI^'HONTPELIEF. 

1436 RETURN 
1448 Rf^'VIRGiNIr^ 
1441 RETURN 
1445 BI='FIC»ia« 
i446 rlTURN 

1450 ht= AfCnllta^U 

1451 RETOW. 
1455 BI^\tVWIfl 
1456R£TUm 

1468 Rt='iCST VIRGINIA 
1461 F£TURH 

1465 B»=-CHflRLESTON 

1466 RETURN 

1478 Rf^-MISCOGIN 
1471 RETURN 

1475 BT^'HRDISON 

1476 RETURN 
14od R»=''HVOHING 
1481 RETURN 

1485 Bf^'CtCt'EilC 
1466 RETURN 
1498 Rf^'QREQON 
1491 RETURN 

1495 B$='SfiL£H 

1496 RETURN 

1486 BI^-NRSHVILLE 
1486 RETURN 

1418 fl?="TDI6 
14U RETURN 
1415 BI="flUSTIN 
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That's Right! Now you can 
turn yoor TRS-80 Into a Caah 
Register with many featoras 
foond only on macliines coat- 
ing tlioasanda! 



• TwchreDeparlmeatattatTovCan 

• StwTM op to 300 Sale Evcota by 

AmooBt! 

• TotalDaifySaleaKapaitl 

• Carii-oatSoatiBel 

• Can even iw vwd wttfa Scnca Printer to 

Kecdptst 

• Beatof an. It nms on eitfacr Level I or n, 4K or ICK 

TSS-MMkaocompotera ! 
If you've been considering adding the convenieoce and versatility 
of a small computer to your business, for use in Inventory 
Management, Business Accounting, or any of hundreds of other 
useful applications, here's one more reason to do it today. At this 
price, you'll never find a better buy. 

Available on Prerecorded Digital Cassett for the Level I or II, 4K 
or 16K TRS-M Miaocompater - S9.95 

Hie TSS-M Soltwan Exchange 

17 Briar cuff Drive 

MlfDrd,NH 03055 





PROJECT 

DEATH 
STAR 




If you've seen the Movie, "Star Wars", you can't help 
but have come away from the theatre with a kind of 
"unearthly" love for Luke Skywalker and his friends — 
and why not? Heaven knows they're lovable enough. But 
what about the bad guys? In "Project Death Star", you 
get the opportunity to wear a Black hat. Your role in this 
simulation is on the side of the baddies, and your targets 
are none other than well, enough said. 

Entertainment value aside, the program utilizes a 
couple of TRS-80 programming tricks which we feel 
worth noting. The first trick really strikes at the heart of 
the program. 

Remember that in Level I, the "CLEAR" command 
can act as an interrupt while in EXECUTE mode. 
Translated, this means that the Level I computer can 
clear your screen any time you press the "CLEAR" key 
— even if it is in the middle of doing something else, and 
then proceed with the program wherever it left off So 
now you have an interrupt that can be given at any time 
The only problem then, is how to take advantage of this 
real time ability. 

The answer lies in the use of SET, RESET and POINT 
statements. Take a close look at the text accompanying 
the "TRIGGER ACTIVATION" routine (lines 55, 305 
and 210). 
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■OUIINE DanAUZATION 

liNEi 1-55 

PCKPOSEt Prepares game for running and sets up screen 
presentations, such as the initial placement of the 
batteries, the Federation fighters, etc. The Variables S 
(no. of shots) and F (no. of fighters destroyed), are 
initialized and the M is started at its refresh point of 10, 
causing an inunedlate refresh of the batteries and 
Death Star Display. "AS=" is used as a graphic 
constant. It is used in line 80 to draw the line that 
separates the report part of the display from the action 
area. 

lOS.IBI *** S0FT5IDE PliESENTS m 

2PRIIfTI52,*0E(nNSTnR* 

2 FOR I-ITO ine.icxT I 

SGLS 

19 AM* I 

17 S=21.ll=ie.F^ 

26 X^4»(6g8)il% 

38 F0RMTOi2.fl(I>sfill)(g32)+lSl.lEXTI 

46 IffUT'DO m IfEP IHSTRUCTIOHS (V/H)\B 
45 IFPOMGOSlBieW 



ROUTINE 
liNEt 

PURPOSE 



TRIGGER ACnVAHON 

55.210.305 

Line 55 initializes the trigger detect point 0,0. Line 210 
chedu the presence of POINT (0.0) and if it is on, the 
program refreshes the screen and moves the fighters as 
usual. However, if it is not on, (if the CLEAR key has 
been struck), the target check subroutine is put to use. 
Line 305 refreshes the trigger (0,0). 



s SET(ae> 



ROUTINE 

UNE* 

PURPOSES 



80-138 

Speed b very mudi a Cutor in "Deadi Stir". Ifyaotryto 
do too much widdn die display cycle,tiie game slows down 
to such a point that a win becomes trivial. So, acteeB 
refresh comes in time parts: tiie hradlng display, whidi 
is only refreshed after the player flies a aahfo, tile battery 
and star reftcih, vAiidi ocean every tenth ftghtw cydsi 



and the fighter cyde, whidi goes oo oonstandy. 
Lines 80 && constitute the heading display. They ate 
activated during initialization and tittt a shot has been 
taken via line 310. 

Lines 90 • 138 compose tiie battety star screen refresh. 
Line 90 assures a pass thru every tenth cyde. 

98 PKINTI128liRliRI/fttfM 

85 reiNTM4, 'FI.jHTEC t€3T8CVEI»". F, 'SHOTS liH', S, 

98 iHiti.infaeGono 

92R=8 
35F«?IMT*f«,'«"- 

110FRIHT8768,'»«r 
128 PRINTOrt, •»***■ 

132 FRIKIWee, '♦**■, 

i:? FORI=1T018.PR1I(T»K1). V, 

l:8!E^TI 



BOUIINE 

LINEt 

PDKPOSE 



PSOCBSSi 



FI^nEE CYCLE 

139-217 

This is where the actkm takes place. The fighters are 

moved randomly and the new position is ctecked for 

validity. The previous fighter display is erased and a new 

display executed. 

Each fighter's posttkn is called up sequentially and 

randomly modified in any of nine ways (inrinding no 

change). Lines 200-206 mathematically represent the 

change in value needed to yield the PRINT location of 

each of the eight adjacent display positions. 



O F()RI=in012.X=«l) 

148 >Ni»(9).0Hfl0CT02B8/28L282:2e?,284,285,286,287,286 

288 T=X4C5.Q0TGQ89 

281 T^^.GOKSe? 

2B2 T^^.Gonse? 

2B? M-l.G0ni2e9 

284 M-€S.WmB 

285 M-64.(»T0289 

286 l^-Q.maiBS 

287 M.Gonoes 



2eeT«XH 

209 IF(Ta9r)*(Die28)(»T014e 

218 IFFOINr(e, 0)6010212 

211OOTO]00 

212PRIKTWC* \.%=J 

m IFI=llPRINTI9C*^*i .Q0T0217 

214 IFI=12PRINTigC ■]."*> .(iOTG217 

215 reimw- •-!-', 

21? fla)=X.fC{Tl. 001090 

388 R;KMT010.FORJ^101: IFfl(I)^(JHll»TMeO 

381 «XTJ.«XTI 

3«5 5ET'8.8).S=S-l.IFS^«G(]105ee 

310 K=1B.(»TD88 

«8 FRINrei0, ■FEDERRTIQN FIGHTER DESTROYED 

410 FRINT07S, 'TIC EIFEROR HILL BE PLEHSED', 

420 FOH.4TQ2e00.IEXTL.F^H 

43«PRiinaft' vfionm 

SB0 CLS.IFGPRINT0524, 'VOU ARE BEING SENT BRCK TO ONCRV SCHOOL '.END 

S10 IFF-:aFRINTKi24, 'TIE EIKROR HRf KHOTED VOU TO OMERV HRTE 3i!D*.EiD 

S» IFaiFRINT>52i VSXSf SHOOTINI TIE BTBSf. IS VERV PURSED. VE» 

530 PRINT0524, 'TERRIFIC. A PRQHOTIQN IW BONUS IS (M T1€ HRV . .EN) 

1080 CLS.PROnffift'DBnH STAR* 

1810 PRINT* A LONG TIIE AGO IN ft GflLfflV FAR FAR AHAV, A SPACE STATION OF 

1020 PRIKT-flESOIC POIER VK B*JILT TO EtTORCE TIE IHN5 OF AN EVIL RULBf 

1030 PRINT'THIS STATION HAS TIE POIER TO DESTROV HOE FUtCTi 

1810 PRINT' VOU ARE IN CHARGE OF THAT STflHON'S DEFENSE VOU CONTROL' 

1050 FRINTTIE RENOIE BATTERIES POSITIOKD ABOUT TTE STHTION {SHOW AS 

1068 PRINT" VS). MBCVER A FEDERATION nOHIER'S NAIN Wi (CBITER CHRR- 

1076 PRINT'ACTER) ENTERS THE SANE POSITION AS OK OF VOUR BATTEPIEi.A FAST 

1080 P^INT'W ON TIE CLEAR IT/ HILL ACTI'mE VOUR ICRREST BATTSV. VOUR 

1890 PRINT-HIT IS TIEN NOTED. fl» TIE GflK CONTINUES 'TILL AL SHOTS ARE 

use PRINT*E»>E»ED, A» VOUR OVERALL PERFORNWE IS SCORQ. 

1105 PRINT" 

UIO UrUT'PRES; ENTEF TO START'.BI RETURN 
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IUJi 
IHi! 



Chase games have been a favorite among computer 
hobbyists ever since they first started showing up on 
time-sharing BASIC machines. Now, you can play at 
home! 

In this version, you'll struggle to keep your wits about 
you as an army of robots stalk you through a seemingly 
endless maze with mechanical precision. It's you against 
them as you seek to avoid, and at the same time, trick 
them into their own trap. 

For the TRS-80 Lwrel II 4K or 16K 

Microcomputer on Digital Cassette - $4.95. 

The TRS-80 Software Exdiange 

17 Briar CIIH Drive 

MllforH; NH 03055 
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TKS-M 
PROGRAMMING HINTS 

If you've ever been working 
on a program, and got stumped 
when trying to make it stop 
without requiring a numeric 
input to get it going again (for 
instance, at the end of a page of 
instruction), then this might be 
the line you've been looking fort 
10#I. "PRESS ENTER TO 
CONTINUE";A$:RET. 

The key feature here is the 
use of the character string AS 
(as opposed to an A or B 
variable), which allows your 
TRS-80 to accept a "non-input" 
for a character string. 



TRS-80 
PROGRAMMING HINTS 

1 htre apparently is a problem 
in the Level II ROM from one of 
the suppliers Under certain 
circumstances, programs in- 
cluding a READ data statement 
will malfunction. The effect is as 
if your program has a RESTORE 
command following each usage 
of the READ statement. THE 
CURE? 

10 POKE 16553,255 
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BASIC STATISTICS 



This powerful set of procedures is of use to students, instuctors, 
behavioral and research scientists, statisticians — anyone using these 
statistical formulas for practical or research applications: 

^ SANK -ORDER DATA A simple program utilizing a 
Shell-Metzner sorting routine to rank data in an ascending manner. 

CENTRAL TENDENCY Given a set of raw daU. this program 
ranks and xiisplays raw data (optional), N, X, X , variance, 
standard deviation, the Median, and the Mean. 

PEARSON PRODUCT-MOMENT CORRELATION COEFnOENT 

Given N pair (X,Y) of data, the program computes mean, standard 
deviation for S and Y, and R. An option is available to utilize a 
regression equation to predict Y given any value of X. 

CHI-SQUARE Given raw data for any number of rows and 
column, the program will optionaUy display a raw data printout with 
observed and expected values; row, column, and grand totals; and 
gives the used CHI and DF. 

FISHER T-TEST Given 2 sets of raw data for either equal or 
unequal N, the program computes and displays N, mean, standard 
deviation and standard error of the mean for both data samples as 
well as T and DF. 

SIMPLE ANALYSIS OF VARLiNCE Given raw data for any 
number of conditions, the program computes and displays N. Mean 
and Standard Deviation fat each condition as well as SSbg, SSwg, 
SStot, DFbg. DFwg, DFtot, MSbg, MSwg, and the F. 

Z-SCORES AND STANDARD SCORES Given N scores, the 

program computes a Z-score for each N. The user has an available 
option to compute a standard score for each N given the desired 
Fk>pulation Mean and S.D. 

RANDOM NUMBER GENERATOR Given the upper and lower 
limits, this program produces a list of N random numben useful in 
research and experimental design. 

NOTE: The basic formulas for these major statistical procedures were 
derived from the textbook, "Elementary Statistics", by Janet T. Spencer. 
Benton J. Underwood, Cari P. Duncan, and John W. CMton. Appleton • 
Century - Crofts Psychology Series. New York, 1968. 

Available on Digital Audio Cassette for the Level D TRS-M 
MIcnoaBpater - tM.OO 



^Ift 



C^LCUUTOn 

This simple program allows the TRS 30 to function as 
a calculator with 1 key function codes rnd the ability to 
carry totals. The four basic arithme ': functions are 
included along with the reciprocal, nif >iory storage and 
retrieval and the reverse sign. 

i REM *♦<♦ SOFTSIDE FRE;ENTS ♦+•♦♦ 

2 REM ♦♦ CfiLLLILiiTC*: 1 1 f* 

5 Q=e.CLS 

le fl=i i-2 X=: ['=4 H<- . F =6 . K^7 . T-3 

20 GOSLIB:«ie 

25 PRINT" INITIAL VfiLUE". . 1NFUT6 

38 PRINTTUNCTION'. INFUTF 

25 IFF:'4GOTO50 

49 PRINT"ENTRt". . INPUTV 

56 ONFGOSUBiee. lie. 128. ISa, 148. 1 jO. 168. 178 

55 G0SUB388 

66 PRINT"TOTflL", Q 

76 IFFO8G0T0S8 

88 FORI^iT028ee.NE:;TI.GOT05 

188 Q=Q+V. RETURN 

lie Q=Q-V. RETURN 

128 Q=G*V. RETURN 

ISe Q^^'V. RETURN 

148 N=V. RETURN 

158 GNl/Q. RETURN 

168 Q=-Q. RETURN 

178 Q=Q. RETURN 

308 CLS.FRINTTO, "FUNCTIONS" 

318 FRINT864, "fl =". "flPD". "S -*/ "SUBTRflCT" 

328 PRINT8128, "H ^^ "HULTIFLV", "D =", 'DIVIDE" 

338 PRINTei92. "M ^". "MEriORY", "R =', "RECIFRCCflL" 

348 FRINT8256. "K =", "+/-', "T =\ "TOTAL 

345 FRINT8328, "N «", "RECfiLL HErKiRY vfiS flT^ ENTRY) 

347 F0RI=1T066. PRINT"*", .NEXTI. PRINT"" 

358 RETURN 

19. 



PILLBOX 



Several versions of Pillbox have been 
published by Author Gene Perkins. This 
particular version, which awards a 
victory to the side which first scores hits 
on five of his opponent's placements, 
was prepared by the author at our 
request almost literally at the last 
minute. 

The play of the game is deceptively 
simple. The computer draws the "battle 
ground", which consists of two gun 
placements separated by a forbidding 
mountain. Each player controls the 
angle of fire (0 through 90 degrees) and 
the muzzle velocity of the projectile. 
The configuration of the "Battlefield" 
is never the same, and your first shot or 
two usually winds up either hitting the 
mountain, or overshooting your op- 
ponent's pillbox. 

The program runs on either Level I or 
Level II 4K TRS-80 microcomputer, and 
we think you'll find it's Fun/Keyboard 
Time Ratio quite satisfactory. 





10 CLS:REM PILLBOX 2 BV GENE PERKINS 

20 PRINT"TWO GUNNERS WILL TAKE TURNS IRVING 

TO HIT THE OTHER. " 
30 PRINT"THE FIRST TO SCORE 5 HITS WINS THE 

40 INPUT'TIRST GUNNER'S NfiME"; fi$ 

50 INPUT" 2ND GUNNER'S NOME"; B* 

60 fl<0>=0:fl<l>=O:Z=4 

100 CLS 

130 D=RND<45)+8:E=42-RND<25> 

140 F=RND<45>+72:G=42-RND<25) 

150 FOR I=-2 TO 2:SET<D+I,E>:SET<D+I/E+1) 

160 SET<F+I/G): SET '.F+I^G+IJ: NEXT I 

170 M=RN[>''.20>+8 

180 IF M>E THEN M=E-2 

190 IF ri>G THEN M=G-2 

200 FOR 1=0 TO D+5:F0R J=E+2 TO 47 

210 SET ':M>: NEXT J: NEXT I 

220 FOR I=F-5 TO 127: FOR J=G+2 TO 47 

230 SET<I, J>.NEXT J: NEXT I 

240 K=<M-E-2>/':57-D>:L=E+2 

250 FOR I=D+6 TO 63:L=L+K 

260 FOR J=L TO 47:SET<I, J> :NEXT J: NEXT I 

270 K= < G+2-M > /* < F-70 ) : L=M 

280 FOR 1=64 TO F-6:L=L+K 

290 FOR J=L TO 47:SET<I, J) :NEXT J: NEXT I 

300 P=RND<2>-1:G0SUB 800 

310 K=P*32:L=P*96+64 

320 PR. AT K. "BARREL ANGLE MUZZLE VELOCITV" 

330 PR. AT L, ""i : INPUT A 

340 IF <A<0>+<A>90) THEN 330 

350 PR. AT L+20, ; : INPUT V 

360 IF <V<100>+<V>2000> THEN350 

370 V=V*.056 

380 A=A*. 0174533 

390 M=A*A*A 

400 S=A-W/6+W*A*A/120-W*W*A/5040 

410 A=l. 5708-A 

420 W=A*A*A 

430 C-A-W/'6+W*A*A/120-W*W*A/'5040 



440 Q=V*C:R=V*S 

450 K=D:L=E:IF P=l THEN Q=-Q:K=F:L=Q 

460 L=47-L:T=.05:B=0 

500 T=T+.1:X=K+Q*T*2,3 

510 IF <X<0>+<X>127> THEN 600 

520 V=47-<R-16*T>*T-L:IF V<0 THEN 500 

530 IF V>47 THEN 600 

540 B=B+2:fl<B>»X:fl<:B+l>=V 

550 IF POINT<X,V) THEN 600 

560 SET<X.V>:GOTO 500 

600 IFP=0 THEN 630 

610 IF flBS<D-X)<Z THEN 700 

620 P=0:GOTO 650 

630 IF flBS<F-X)<Z THEN 700 

640 P=l 

650 FOR 1=2 TO B STEP 2 

€SQ RESET<fl<n,fl<I+l.>> NEXT I 

670 GOTO 310 

700 fl<P>=flfP>+l 

710 GOSUB 800 

720 FOR 1=1 TO 100:SET<X+RNO<ll>-6,V-PNDa0>> 

730 RESET <X+RND<5> -3. V-RND<5>+2>: NEXT I 

740 IF fl<P»4 THEN 760 

750 FOR 1=0 TO 1500: NEXT I: GOTO 100 

755 P=l 

760 FOR 1=0 TO 200 

770 PR. AT P*32+RND<13>*64+RND<18), 

"THE WINNER ! '."} 
780 NEXT I 
790 GOTO 10 

800 PR. fiT 64,fl*;"'S SCORE"; fl<0); 
810 PR fiT 996,B*;"'S SCORE"; fl<l>; .RETURN 
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umv! 



All the excitement of the traditional Pinbali niachine — 
without the expenael You control the speed and direction of 
the t>all as you try to "Breakaway" the playing field. Easy to 
play? You betl Easy to win? Better start practlclngi 
Available on Digital Cassette for the TRS40 Level II, 4K or 
16K MIeraeomputer - $4.95 

- The TRSM Software Exdianoa 

* 17 Briar Cim Drive 

^^ MllfOfd,NH 08066 
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nS-M PSOGKAMBONG HINTS 

Here are Hitee different wmy« to print • horizontal Une actoM your 
TRS-80'f screen. Each has its advantage in terms of flexibility and speed. 

METHOD 1 - Easy on the programmer. &st to the screen, wasteful at 
memory and inflexible. 

10 P." " 

METHOD 2 - A little harder on the programmer, easier on the memory, 
fairly fast to the screen and can be very flexible. 

10 AS' • 15 P. ASASAS 

METHOD 3 - Requires more complex coding and control, but when the 
bytes count, it saves the most. 

10F.I=1T064:P."— ";:N.I (LEVEL D 
10FOR1=1T064:PR1NT"— ";:NEXT1 (LEVEL D) 
In regards to flexibility, consider this: 

15GOS,100 

20A$= + + + + + + + + + + + + + + + + 

2SGOS.100 

30A$=:::():::0:::0 

35GOS.100:END 

100 P.AS,A$, A$.AS:RET 



Small Business 
Accounting 



Rf T TO LflST ICI! 

fURCHftSES 33.71 

flUTO D(P V.9i 

KLIWRY 3t.65 

nsiad 68. W 

IKTtRtST 91. 3t 

LICDSfS 71.47 

FWTflGE 88.86 

SHCP E»> 86.?8 

^ftx^)T^tR 98.46 

TElEFIOf 37.61 

unbEStcot i.% 

'SftCI3 69.39 

fEICRM. IHC 69.15 

FERSaKt 44.8 



ACtOUniHB 43.31 
PMXKIIC S6.ee 
ELEcnacm 16.81 

(CAT 87.75 

LiUflKr 81.88 
HISC E* 68.88 
REKT 89.1? 

TXSOCaC 87.63 
SailHG E»> 11.88 
imiE MS 18.69 
SFtCIl 41.8 
SPECI4 41.93 
lows (WH 84. 17 
FDOOSST 83.86 



fflWSTISIHG 49.26 

COimin. 38.56 

WWm 63.65 

IKSIIHK , 81.73 

LEG* 81.S' 

OmCE £»■ 91.13 

REPOIRS 68.67 

Tfflf-STflTE 11.18 

amiES 87.6 

TRflVELEX 8.88 

SKC18 %.n 

MOTES MYR 88.58 

lOflKSIICEV 48. 5J.' 

SfECIS 98.84 



PttSS EHTER TO GO OIP. 



Tfak ii • ptogtun de- 
igned to Mtve ttie nnall 
bnilnf iinun with few em- 
plogiciM* The ptocest bcgiu 
wWi the entering of lut 
weeks tedepti. Hnt kwd 
the tape file. A ooa^iete 
chart Of aO 42 ci^eaae aieM 
win be on dia^y aa jnm en- 
ter jronrchedang activity, af- 
ter entering, yon are given 
a review of yoor entrlea and 
allowed to du^e any in- 
ootrect data. The activity 
la uien po at ed to dieir 
teapective aoooont areaa. 
Reports for tiie year to date, 
year to last we^ and this 
week are now available Cm . 
review. 

One of die special lie a t nt ea of tUa program is that it gives 
the naer die ability to cnstomlK aoooont areaa. If an, or some 4^ die 
areas specified do not suit yoor hnsincss , or if odier aocou n t a would 
be more osefiill to yoor pafticnlar bu^ess, die user can alter a few 
of die data st a te m e n t s , re-ieoord. and ev e r y t hin g will fonction as 
before. Hie process ends by traiMferring the newly created data fUe 
to cassette for nse next week. 

The program mns in Level I or n 16K, or Level 1 4K. Sorry, bat 
diere just wasn't enough room in die Level II 4K to house the infor- 
matioa. If you are usfatg a Levd I 4K, do not post more than 30 
checks per batch. 

This program was written to ran in paralell widi the nationally 
known 'Dome Bookkeeping System', and diis journal is available 
for an additional S7.00 when ordering this program. 

Available on digital cassette — $15.00, 22.00 widi Journal. 
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Just like 
the popular 
TV Game Show! 



Select a 
square and 
reveal one half of a fabulous prize. 
Find the other half and it's yours (well, 
not really). Stereos, televisions, Disneyland 
trips, there all up there on the big screen - 
there's even a TRS-80 I 

But don't forget the basic rules,concen- 
trate on whats on the board, or you'll end 
up helping you opponent more than 
yourself ! 

Available on digital cassette for the Level 
I or II 16K TRS-80 Microcomputer- $7.95 



The TRS-80 Software Exchange 
17 Briar Cliff Drive 
Milford, NH 03055 



In the next issue 



END ZONE-Rough and tumble gridiron action as offen^ 
and defense choose their strategy; run, keep 
punt— the whole bit, and the computer works ol^ 
the odds! 

OCTAL TO HEXADECIMAL CONVERTER-A must fo* 
the Machine Language Programmer. 

SHOPPING LIST-A practical Household program tha 
lets your computer make out your shopping list! 

TIN CAN-lt's Destroyer against Submarine in this 
Wartime simulation for two players. 

SOLAR SYSTEM-An educational question and answer 

program about our solar system. 
"What they never told you about Level ir'-Some 

revealing insights from the author of Star Trek III. 
TRS-80 Programmers' Hints and much, much more! 

Don't miss out on a single issue! Send in your 
subscription to SoftSide today! 



Yes! 



I know a good buy when I see it. Please rush me the 
next 12 issues of SoftSide for one-third off the regular 
subscription price of $15.00. 
Here's my Dcheck Dmoney order for $10.00 

NAME 

ADDRESS 

CITY,STATE 

CITYJOWN 

STATE 

ZIP 



SoftSide Subscriptions 

POBox68 
Milford, NH 03055 



TRS-80 Software 
Exchange 




PROGRAM DESCRIPTIONS 

AUTOMAHC BASKETBALL by Roger RobitaUle 

An interesting use of GOSUB routines. It is loaded with various key player. 

from the Boston Celtics and the Philadelphia 76's. The screen reports 

activity much as a radio broadcasts games live. 

RADIO SHACK MATHEMATICAL SUBR0UI1NES - by Radio Shack 

All the subrouitnes for root, exponentiation, and the various trigonemetric 

functions, as listed in Appendix B of the 'User's manuel' have been 

keyboarded for your immediate use. Nothing creative here, just a time 

saver for those who are using a Level I machine and need these 

sub-routines. There is a built in test board to verify that they are functioning 

correctiy in the range you are planning to use them for. Written in Level i 

(of course), it uses about 3K cS memory. Those of you with with 4K 

machines will be able to eliminate unneedeid subroutines before proceeding 

in earnest on your main program. 

CARD GAME SUBR0UI1NES - by Roger W. RobiUille Sr. 

This is a building block program which will shuffle a fifty-two card deck, 

deal from 1 to 4 hands, of 1 to 13 cards (selectable), order them up by suit 

and order and display them on the screen either one specific hand or all 

together. Cycles time has been reduced from the original program by this 

name to a maximum of a little under a minute. This program can be use as 

is to generate random hands for bridge hobbiest etc. 

BASIC STATISTICS - by Steve Reisser 

This powerfiil set of procedures is of use to students, instructors, behavioral 

and research scientist, statisticians — anyone using - rand order, central 

tendency, Pearson product-movement correlation coefficient, chi-square, 

Fisher T test, sample analysis of variance, Z-scores and standard scores, 

with a random number generator built in to simulate data. 

PILLBOX • by Gene Peridna [featured] 

Thia program aimnlatea an altilleiy battle between two fixed implacementa. 

atwo player game, each player controls the angle of fire and the muzzle 

velocity of the shell. The program places mountain between the warring 

batteries and lets the laws of physics take over. A really good game fitting a 

4K machines easily. 

CONCENTRATION by Unce Micklus 

Back in the sixty's, one of the most popular TV game shows in modem 

history appeared on the air, entertaining millions for years. "Win campers 

or boxes of nails, win gifts, but take the chance on forfeiting them later in 

the game." Most of all, concentrate on where these items appear on the 

play board. This program runs in 16K on either Level I or U ROM, and 

assures hours of enjoyment — just like you used tol 



BKEAKAWAY-by Unce Micklus 

A challenging "real time" action game of skill and dexterity. All the 
excitement of the traditional Pinball machine-without the expense I You 
control the speed and direction of the ball as you try to "Breakaway" the 
playing field. Easy to play? You betl Easy to win? Better start practicing. 



ZONE HOCKEY-by Michael Flanagan 

A very interesting game with a graphics orientation. Designed for two 
players, the offensive player attempts to maneuver into zones close to the 
goal for a shot, while the defensive player attempts to anticipate those 
maneuvers. Score is kept and Pteriods accounted for by the numbers of 
keyboard plays entered. A very satisfying game for Level 1 3.SK machines. 

SMALL BUSINESS BOOKKEEPING-by Roger Robitaille 
For scores of years. National Distributing Company has been selling the 
"Dome Bookkeeping Journal" through stationery and discount stores 
nationwide. Our Small Business Bookkeeping program is designed to be 
compatible with that bookkeeping journal. As is appropriate widt 

any business application, we assume no liability whatsoever in regards to 
the use of this program. The user is expected to assess it based upon its 
performance as observed. It's not that we don't believe in it, it's just that 
the conceivable libility for its use (or misuse) is so staggering that you just 
plain use it at your own risk, or don't use it. 

BANKO-by Lance Mic^us 

Banko is a game similar to Bladcjack in principal; however, the game is not 
conducted in a simple "win/loss" manner, llie maximum point is eleven, 
and the winner wins according to tiie point difference between die two 
players. Thus, the game is not over when one player "busts". It is for the 
other player to maximize his gains by increasing his count toward 11. 
without going over. Suitable Cor Level I or n 4K systems. 

THREE D nC TAC TOE 

Everyone knows the game, but how about a 4x4x4 version. This program 
offers three skill levels for computer competition, and the author warns you 
to practice before you take on the computer's third skill level. You can also 
play your easy-to-beat friend, of course. LEVEL I Sc D 16K. 

lEMAINDES by Lance Midchis 

A real good way to show off your TRS-W. It's a "find my number" game for 
people with 64K of head space. Waoilitt Doot leave tiiis game loaded in 
your computer and walk away. Or. when you retnm. you'll find a crowd 
playing thes game. (Worse yet. they won't let you have your machine back.) 

■OM lEST-by Kadio Shack 

This is the very same program listed in the bad of the user's manual, if you 

want to avoid some keyboarding. here it is. 



KIEON-by Roger Robitaille 

A small but enjoyable galactic battle game where the good guys (yourself) 
face a bunch of enemy starships. You fire and get fired on. Records are kept 
of your success. It's a solitary game with appropriate graphics to guide the 
battle. Suitable for Level 1 3.SK machines. 

BLACK J ACX-by Milan Chepko 

Yes, I know you all have one, but if you are willing to forsake the graphics. 

many more of the Las Vegas type options are available with this Level I 

program. 

TAIOT CAKDS-by Frank Rowlett 

This is probably die best fiiture gazing type program I have seen. Unlike 
many programs in the field, whose appeal wear out quickly, the 
combination of the graphics and the presenation leads to continuing 
use — try it, you'll like it.' 

BIOKHTTHM-by James Penny 

There is a theory that everyone is subject to a group of life cycles which, 
together, effect our daily life. The rates of those cycles are mathematically 
fixed and lend themselves to computer analysis. This program unravels 
those interrelated formulas into a meaningful graphic presentation. Runs in 
4K Level I. 

REVERSE 

A computer favorite, you must put the digits to 9 in ascending order by 
reversing a number sequence. Uses large numbers for display by making 
them with graphic characters. It also keeps score. For 4K Level I. 

ST AR TREK m by LuKC MicUns 

One of the most advanced Star Trek games ever written. Object is to explore 
as much of the galaxy as possible, destroy the 20 Klingons and locate the 5 
class M planets. Thus, the exploration part of the Enterprise's mission has 
been added to the game, giving it a whole new dimension. Speaking of 
dimension, the galaxy is 3 dimensional, not flat like in other versions 
Extensive use of graphics is made. During a Klingon battle, you will see the 
Enterprise fire its phasers, the phasers hit the Klingon and the Klingon 
explode. And before you go charging off, you must be careftil of the large 
stars and black holes, as well as the pulsar. But there's more; the pulsar 
makes space noise in adjacent quadrants. The only way to find a Klingon in 
those quadrants is to explore them. And you never can tell in which one of 
them a Klingon might be hiding. Also, when you dock at a Star Base, you 
must control you speed. Otherwise, you'll have a collision but won't dock. 
At the end of the game, you return to Star Fleet Headquarters, where the 
data you've been gathering in your ship's computer will be evaluated and 
your performance rated. 16K Level II only. Takes about 2 hours to play a 
game. 

TRS-M SPACE WAR 

TRS-80 Space War combines logic with lu^ into an exciting space 
simulation. Imagine yourself the captain of a Federation starshipl Your 



mission is to destroy three Klingon vessels which have invaded your space 
sector. A Klingon ship is hidden one of the 48 quadrants which comprise the 
sector. You may fire into a quadrant by entering the desired coordinates 
(coordinates are given on a sector map). If a Klingon is in your target 
quadrant, you will destroy him. If not, you will be given a "Trajectory 
Analysis" on which to base your next shot. Remember, the Klingons may 
fire at you at any moment! If they do, the odds are 1 to 4 that your ship will 
be destroyed. If your shields hold and the enemy's torpedo is deflected, the 
Klingon will immediately move to another quadrant. 

KALEIDOSCOPE 

This is a simple graphic program where the screen is put under the control 
of random subroutines whidi produce a lour quadrant balanced pattern. 

FIELD'S FANCY FACTOKS by Mr. Held 

This is an upgrade of our original "Prime Number Extractor". It analyses 
each number sequentially and either dedarea the number to be a prime 
number or presents the bctors oomposlag the number. For those into 
mathematical mppOcation, tfaia ooold be interestiag. 

TES-M LDNAK LANDBiby S. W. Hebbler 

In this version of Lunar Lander, yon wiD attempt to land a Lunar Ex^omtioD 
Module on the surface of the moon under manual control. Short bunts of 
the retro ndketa serve to slow down the descent of your disabled 
spacecraft. A safe landing is made if your velodly at Impact It — 10 
feet/per/second or slower, a perfect landing If —2 feet/per/aeooiid or 
slower. The Initial values for fiid available, qlieed of descent and distaaoe 
from the lunar surface ate set randomly at the b^inolng of each game. New 
values for these variables are displayed after eadi bom and the floal vahiea 
are given after your craft has been laaded (or ctashedl). 

PILLBOX by Geoe PtorUns (featmed) 

This program almulatea aa aitllleqr batfle be t wee n two fixed fanp l awme nt a . 
A two>iriiqrer game, eadi pliqrer conlnib the angle of Hre and the moxde 
velod^ of the aheP. The places a mn o nt a l n b e twe en tbe waning batteries 
and lets the laws of phjnks take over. A raaly good game fitting a 4K 
machine eaaily. 

■AMO SHACK MATHBMAIICAL SDBMMTIIMBS by Radio ShatA 

All die su br o u ti n e s for root, e ip one n tlathin, and riie vafioos trigono me tric 
functions, as listed in ^tpendix B of die 'User's Manual' have -been 
keyboarded for your himiedlate use. Nothing creative here, just a 
time-saver for those who are using a Level 1 machine and need these 
subroutines. There is a bn&t fat test board to vetUy that tihey are ftinlloning 
correcdy in the range you are planning to use them for. Written fat Levdl (of 
course), it uses about 3K of menmy. Those of yon with 4K machines will be 
able to eliminate unneeded subtoutines before proceeding in 
your main program. 



TKEASDIE HDMT by Laaoe KficUu 

This is a duOenge, so doo't cheat and read tfie program listing. Use year 
imagination. You are ezplaiing caves and trying to find 20 treasures. Some 
are easy to get, others are very difficult because yoa have to fignre out how. 
When you &st friay, yon will probably make a lot of mistakes. The mote yon 
play tiiis game, the more secrets you will discover, and tiius, the mote 
treasure you will find. An 20 treasures can be found in about an hour of play 
if you know what you're doing. Your first problem is to draw a map of die 
caves. However, to save you time, a map is endosed. Good huk, you're 
gonna need it. 

MASTEBMIND O-by Lance Mickhu 

Lots of people have written digital MASTERMIND programs that create 
the code and give you the clues. This one will also let you make the code and 
give the clues. You can play either way or take turns with the computer. 10 
rounds make up a game, and at the end of each round, player averages are 
displayed. Because this is a machine language program, it takes tiie 
computer 3 seconds or less to come up with a guess. Both Levels I and D 
versions are supplied. Level 1 loads witii the CLOAD command, and Level D 
with the SYSTEM command (file name MSTR). Loads into memory 
addresses SOOO to 7FF0 and thus requires 16K of memory. 

MASIESMIND I-Same as above but written in BASIC for 4K machines. It 
only plays one way, the computer makes the code and gives the dues; you 
must break the code in 10 turns or less. 



A Level 1 madiine with 4K of memory is all you need to have a checkers 
partner on call whenever you're in tiie mood. The program is written in 
BASIC, but is suprisingly Cast and competitive fior such a small program. 

mm TO ZM CONVEISION-by M. Kellher 

What can we say! For you machine language bufb, here is a program whidi 
permits you to enter 8060 codings and the program will return the Z-80 
equivalent. It will also store these equivalents in the order in which they 
were entered, for later review. 

HANGMAN [Uvil n-by Roger RobitaiUe 

The age old pencil game has been tamed in Level I. For those who don't 
know the game, it is the original "guess my word in X number ci tries" 
game. Originally in two versions, improvements have permitted this 
Program to play both a solitaty and a two-player version. To be acceptable 
to Levd I BASIC, the words must be coded in numeric equivalents, but the 
ever available conversion chart lessens the confusion. The displays are 
alphabetic. 

HANGMAN [U««l II]-by RusseU Starkey 

Essentially the same game, but this version takes advantage of the Level D 
capabilities and eliminates the need of coding your words and guesses. This 
version runs in the small TRS-80, but does not olfeti h o s o litary game (you 
versus computer). 



•ESCKIPTION 
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14.95 
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16K 


7.95 
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4.95 
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4K 


4.95 


! inlo 


i&ii 


4K 


4.95 


''akaway 
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4K 


4.95 


ncentration 


i&n 


16K 


7.95 


ngman 
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4K 


4.95 


ngman 


i&n 


4K 


4.95 


eeDTicTacToe 
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16K 


7.95 


*ckeTS 
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4K 


4.95 


stermind I 
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4K 


4.95 


stennind II 


i&n 


16K 


7.95 


■ e Hockey 
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4K 


4.95 


, ceWar 
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4K 


4.95 


X on 
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4K 


4.95 


'ilboz (special) 


i&ii 


4K 


3.00 
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4K 


4.95 


L nar Lander 
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4.95 


Treasure Hunt 
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7.95 


Blat^ack 
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4K 


4.9S 
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10.00 
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4K 
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20.00 


Kaleidoscope 
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4K 


4.95 


ROM Test 
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4K 


3.00 


8080— ZSOConversioo 
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16K 


15.00 


Basic Statistics 
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20.00 


Field's Fancy Factors 
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4K 
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4.96 
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16K 


9.95 



To order any of 
the programs shown 
on the preceding pages, 
simply fill out the 
order form provided 
below, enclose check 
or money order, 
and mail to: 

The TKS-80 Software Exdumge 

ITBilvCllffDr. 

Milfeid,N.H. 03055 
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